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Other eJectromc games 
available from Mattel Electrcnics- 

Lookforthemt 
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(FOR COLOR TV VIEWING ONLY) 

HORSE RACING 

(FOR 1 TO 6 PLAYERS) 




You're at the Track for a "Day at the Races " — 10 
exciting speed and strategy contests. After you 
check the Past Performances and odds, place your 
simulated wagers out of your starling * Stake" of 
S75Q. Set your favorites to Win, or go for the 
big-payoff Exacta! See how good a hanflicapper you 
are* Oneortwopteyers "ride" the outside horses 
and try to out-maneuver the computer. Get your 
simulated bets down ! Watch for the start — and 
THEY'RE OFF!!! 

HOW TO WIN! 

ju want to be a big winner on your Day at the 
Races, read this booklet- 
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OBJECT OF THE GAME i-s to "win" more than 
your opponents by being a more successful 
handicapper as you place simulated wagers on these 
electronic horses during a 10-event "Day al the Races. 

Up to 6 players each start with a $750 "stake." 
Races are run at distances from 3 furlongs to 10 
furlongs, on different track conditions. 

CHECK YOUR EQUIPMENT 



POWER 
CO R 



TV SET 




CARTRIDGE 
SLOT 



TWO HAND-HELD 
CONTROLLERS 



IfJTELLlVISION " 

ER COMPONENT 



MAKE SURE: 



RESFT 
BUTTON 



OFF /ON 

SWITCH 



HORSE RACING 
CARTRIDGE 



• MASTER COMPONENT is connected to the TV 
set, arxl power cord is plugged in. 

• TV set is plugged » n and properly adjusted. 

• HORSE RACING Cartridge is placed In slot, 1 irmly 
engaged. 

• OFRQN Switch ts turned ON. 



PRESS RESET 

BUTTON; Title will 
ap pear o n TV screen : 
HORSE RACFN-G" 
Music plays. 
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OVERLAV 



ADD OVERLAYS: 

Find the two HORSE 
RACING keypad 
overlays in the 
cartridge package 
with this booklet. 
Insert one overlay in 
each Hand Controller 
asstiown. Mak«3ure 
overlays fit tight and 
are all the way in. The 
overlays will be your 
visual guide. 



HAND-HELD 
CONTROLLER 




GAME CONTROLS 



COAX (SEE PAGE 121 



WHIP 

I SEE PAGE 13;- 



CLEAR 
BUTTON 



MOVE 

HORSE 

NEARER 

RAIL 




COAX 
WHIP 



" OETERMINE 

jR "E" 
B€T 



ENTER BUTTON 
DIRECTION DISC 



MOVE. HORSE 
AWAY FROM RAIL 



WHAT YOU'LL SEE ON YOUR TV SCREEN 

During the IGraces, you'll be playing thegame 
based on what you'll see . - . 

On the Belling Sheer Display 
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STAKE 

S750 

$750 
1750 
$750 
S750 
$750 
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On iht "Past Performance" Display 



RACE LENGTH 9FRLG 
CONDITIONS. DRY 








BLU 


7-2 


ORG 




2— 1 


cr 42 * 


PBW 


(^ 


IV 2 


VPG 


O" 47 7 


BVO 


<7 


4£ 1 


paw 






^ 


500 


BVO 


PNK 


4-1 


YLW 




5—2 


C3 470 


P YV 


cy 


4.7.2 


PYV 


t 174 


VPG 


c 


1fl.7 


RWG 


C ««2.4 


P9W 


c 


24,8 


VYR 


TRACK SYMBOLS 

DISTANCE IN FURLONGS 





30*4 50R6 70R8 9ORi0 

CONDITIONS LIGHT TAN = DRY 
BROWN = MU0DY 
GREEN = TURF 
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COMPUTER CONTROLLED. 
I HAND CONTROLLER 

FNGHT-HAIMD CONTROLLER 



Alter me Finish 

M A "577 








>-ra 








— £ « 03 

IB => 41 n 


41 

03 ^ 


© 


o 

z 

z 

LU 

a. 


T3 *- « T? 

5- 3 c a 

m o E a 

w. e r *" 

oris: 




z 


cl 
< 


So 


y 


X 


- 'V£ 


13 i- 


LU 


• 
< 


C 3 

re C 


CO 

i 


I 

5 


>FP- W 

uRnV 




X 

z 




-3 u _ >. 

— r; fO TE 


II 


o 




£ — -o y 


3 = 


tf5 




£i 


> 









□ 
o 

< 
I 

5 



a 

3 

§ s 
ii 

g s 

i 5 
— to 



■ 



n 

B 1 
3 — 

* c 

C " 

3 



II 



rcu 



5 m 
~ 03 

fj re 



O ft 
PI «U 

3 



E: 



- ; 
9 C 

II 

ft fa 

as . 

*? * 

c<~ 

on 5 

£UJO 
O re 



a 



re 
;• 
m 

II 

si 

c o 

- .- 



zi LU 

OX 

en I— 
to 



o 
_ 

a 

> 

— 

n. 

z- 



UJ 

S 

■: 

S3 

UJ 

EC 


X 

X 



* = ©lil> 3rr 



B 



Q- t 






UJ 

< 

a: 

LUZ 

XUi 
<Q 



f— — ^ 
crsU2 



"U 



a 



cq 



j: 
>- 

a 

c 
5 



1£ 





« 






VI 








*- 








s 


* 






Cl 








Q- 








t» 




_ 






1 

CD 


UJ 






OS 






c 







03 



CD 

c 

m 

U 



? 


a a o o O 


kTi vi in in in 


-- 




*> 


**»*««■** 



-1- 

< 



fc O -~ew«*urr« 



^ , - 



Is 

3 •= 



£B 



£5 









L.™ 



D 



I I 

£ a- 

<M -= O 

ID §0 

III 

- 03 * 

^ o u 

3 — >% 

03 <D ftj 

= -~ -^ 






I w 



T^ * 




C - 




re< 




X - 








j= a 




□ a 




= ^ 




£- 








>.s 




Q , 




© "n 




hi 




- a 








J= h: 


^^> 


a • 


- 




H 


- a 


* 


— w 


; 


S E 


* 



-- - 

°<3 



o 
15 »- 

= o 
IS 

h 
pi 

* in 













*■ 


M 






1 


i 






a 


s 






£ 


_J 




"3 





>■ 




-J 








GC 








i»-v 








»tr 


rw 


,_ 




T U 


1 


1 




- v- 


»-. 


^ 




J2 








SO 








5e 








-j - 








or 


3 


V 




<o 


_j 


Z 




iro 


m 


XL 













IP 

I 






i- S 



Q) si 



n 



— M 



s 

C 
C 

a 

B 



E «o 



- ■ 
J - 



k. (> ■*■ 



3 



UJ 
a 



5 

I 
5 



01 

CD 

= S 



£ - 



5 £ a £ 



O a* 



8 



i. gj 



I .1; ■ 



E 

g 

| B 



OTO. 



£j= 



■ 

c n 
«i i 

lis 
a N 

«. a » 

1! J= . 
> « ■» 

I? 

3 O £ 

£■»-£ 

E^ a. 
o "o >• 

a 5 c 






• -a 

*P 

§2- 2 

|E"i 

5 Q. □. 



© 



15 » 



P 

I- 

O 
u 

§ 

O 

i- 

< 

X 



r 


_ 

1 

B 

£ 



E 

31 
O 

c 

B 



. ■ C 

5 u m 

'-";- — 
^ U 3 

3§* 

a** 

Hi 



© 

£ (J © _»u 



B C 



o 

1 

g 



Hf -— 

£L O 
II 



m 



c c 



© 
© 

E . 
5 s 



li 



o u - 2 



~ 



;■: 



w C ra 
. £ 03 fe 



□ 

in 

gj >- 
|« 

EL"" 



is 

o E 

f 3 
5 C 



■ 

B 

<Ii 

c 



8 

5 

B 

■ 

- 



c 

° B 

« > 

O £1 

>- — 

~ "c 

. o 

^ "° 



N 



5 
o 

o 

c 






^E « 



C 

a 



l ° 



a 

UJ 

= - * 



« "S 



SL«5 



a. 



B I 



I I 

>> 
c 
■ 



tn 



«4 






I 



So- 






















« 


A 


S 


-c 




o s 


4 


V 














«1 Q. 






* 


§ 


* 


5 * 


UJ 


2S2-; 

in a 2 * 


- 


u 














— o s © 


















- >.? — 






1- 
bi 




CD 


in 


UJ 


a 


r3 ^ k- 

• 3 2 o 


UJ 


m 

CM 


■ 


w» 


en 


** 


■* 


O C B ■ 


G3 


I* 














2* o ^- — 


















: xS- E n 






















UJ 




UJ 




UJ 




j* - o © 


UJ 




X 

< 


Q 

El 


< 


O 
B 


< 


s 


< 


o 


h- 


m 


i— 


irt 


1- 


V* 


q ■ = © 

«-= B J= 


t- 


|» 


m 




VI 




V3 




at 




















_j 




_i 




— i 




•" & 55 =3 


_i 




E 


r- 


E 


— 


Q. 


— 


0. 


"~ 














Z»1- 









S o 





- -r 


- ■■ 


5.| 


* c 

I' ■-• 


jr £ 


H2 = 


— *- 


a 


iS3 


*" c 


Sl°UJ 

■5 ^ £ 


- X 

Sis 


a £J= 


© 10 


* i 


c c ta 


S^ 


-*- m © 


2E^ 


fl 


P?l 


"^ 







Q 

5 
o 



ai 

a 
a. 
< 



2 



< 

X 

5 



I 

a 

sj 

"I 

— UJ 

0>i- 



■; 



c c 5 o 
a- o w 

fe c 






z; bo 
o - 





t i 

Ss 



a ~ 

Q ID 



3 - 

fie 



M 



B 

c£~ 
° 7 ° 



^ ^ O 

» « > aj 
££ 



- r 




£i£ 



3 

O w 

E r 

>- 



8 



C -* 

x a u 
a) to - 

£* 3 

2gis 

a « S3 

»_ •* 




h 

UJ 



UJ 

< 
fc- 

ifi 









s 



a 






x 9 



<? 



c 
o 
O 

c 

X 

o 



si C 

a! 



C SI 

™ C 

o ^ 

-- — 

- 3 



e 

S3S 

o t- s 

li-s 

ill 
lis 



c H 5 
» ~ 



4 S 



■J3 
01 

it 

o 

<— 

03 
;*■ 

a. 

k_ 



B 

■ 






a c 

-: - 

a - 1 - 

*l 

GL 3 

a T 

- ~ 

o & 

-^ 
« j, 

n o 
-^ -1 



— Q 



a 

— 
3 

B 



■L 



;-. 

- jC 
t- U 

o o 



'J 

'■J 



3 _ 

£< 



- 



■ 



. — ■ 



m p U_ 

OJQ.Q 

S £UJ 

o m ■ : r 
n =» . 



O 7" Z 

a) 3 £ 

^ o -— 

I- > < 






THEY'RE OFF & RUNNING! 

As soon as the starteng gate opens, all four horses 
start moving. Although you can I see it, the track is 
slightly curved. This means that the horse running 
closest to the rail has to travel the shortest distance. 
The computer-control horses immediately move In 
dose to the rail, coming away from it only to pass- At 
the beginning of the race, the horses tend to have 
the most speed, Then they gradually slow down 
(especially when the track Is Muddy ) after 3 few 
furlongs. Each furlong is marked by a black post 
and signaled by a soft ' 'gong" as the leading horse 
approaches It. You'll hear the hooi beats of the 
running horses and the sound of jockeys' whips as 
they near the finish line. 

Watch the running patierns of ail the horses in the 
race, not just the ones you bet an. so you'll spot the 
characteristics that will make some of them winners. 
These characteristics will stay the same for each 
horse throughout this series ot 10 races. Things to 
watch for- 

• Speed out of the starting gate 

• Early pace 

• Endurance 

• Speed down the home stretch 

• Speed on different track conditions 
(dry. mud or turf) 

When the winner crosses the finish line, you'll hear 
the cheers of thecrowd and see the time flashed up 
on the Tote Board. When afl the horses have crossed 
the line, the Tate Board will show you the order of 
finish, from right to left. 

After a few seconds, the scene win automatically 
change back to the Betting Sheet, and you'll see the 
effects of the betting on each player 's stake. 
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Let's lake a closer look at the typical running pattern 
during* race. 
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RESPONSE TO "WHIP' 



-PIT FINISH 

Typical Runmnq Pattfirn of Computer Con trailed Horses 

This graph represents the rates of speed and the way 
they change as. the normal demands of distance take 
their toll . Afl the horses run relatively fast at the 
beginning of the race (even though some of them 
might be a tit sluggish coming out of the starting 
gate). After a lurking or two, some differences, 
between the runners start to become evident, and 
usvaJly by the 3rd furlong mark there is considerable 
slowing. This isespeciaJly true on a Muddy track. 

ADVICE FOR JOCKEYS 

Even though each horse's energy is depleted as the 
race goes on. resulting in a slower and slower pace, 
all the entries do have an extra store of speed, which 
can be stimuiated by "the Whrp" — near the end of 
the race. The computer-controlled horses will be 
speeded up this way. and you'll hear the "crack of a 
whip" when either of them Is spurred along for a 
final dash. The computer always knows when to 




n 



apply this extra simulation to Its 2 horses so they 
won't runout of energy before they get to the fimsn 
line. Listen far the whip sounds and watch the 
computer's horses make their moves tor the lead- If 
you are one of the jockeys controlling the #3 or ** 
horse, there are things you can do to get to the finish 
line faster. 
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TYpiCfll F a Pattern Altered 

by Jockey's Hand Controller Butran 



The top button an each side of the Hand Controllers 
will, when pressed. "COAX" your horse to get a 
little more speed. You can COAX your horse during 
the first half of the race, and you should use this 
button when you need a little burst of extra effort to 
improve your running position. Aa the graph shows, 
when you COAX your horse, its speed will increase 
slightly. When you release the button, your horse's 
Speed goes bac k to wrta i it would have been if you 
hadn't pressed G&LU ■ Remember, though, every 
horse has a limited amount of energy and if you coax 
your entrant too much you may see ah thai energy 
used up before he gets to the finish line. 





-coax- 



"WHIP" 



The other cont rol you can use against your 3 
competitors 'sQSSQ. As you see on the graph, a 
WHIP command from you will make your horse 
sprint at absolutely top speed — and at a 
tremendous cost of runn ing energy. The graph 
shows that whenHBDHis used, the horse goes 
much faster BUT when the horse reaches the end 
oi its endurance its speed drops to little more than a 
walk The WHIP should never be used for more than 
the last 2*& furlongs of the race, and in most cases 
for not much more than 1 furlong. 



The ideal way to useEQQQis bo time it so your horse 
is still sprinting at top speed as it crosses the finish 
line. If your timing is perfect, your horse's energy 
would be exhausted Just as it crosses theJlne. To 
improve your timing, COUNT THE FURLONGS AS 
THE RACE IS HUN . SO YOU KNOW WHERE THE 
LEADING HORSE IS ALL THE WAY. FURLONGS 
ARE MARKED BY BLACK POSTS AND YOU 
HEAR A ' 'GONG" SOUND AS THE LEAD HORSE 
APPROACHES EACH ONE. 

Even if your horse is out of the picture, your controls 
will work. Sometimes a horse will "come from 

behind" at the finish, driven on to victory by a 
welt-timed WHIP, 




■2 



MANAGING YOUR "STAKE " 

To bea consistent winner in me HORSE RACING 
game, you'll new skill at handicapping. You also 
have to use your simulated monev wiseJy 
REMEMBER: YOU START WITH A "STAKE" OF 
$750. YOU XL WIN IF YOURS IS THE BJGGEST 
STAKE AFTER 10 RACES. DON'T TRY TO DO IT 
WITH ONE OR TWO LONG-SHOT BETS 

The more you know about the horses the easier for 
you to see the differences among them so you can 
predict the winners. Raise your betting amounts 
progressively. Before the 1st race, you have only one 
(rather poor) clueabout the entries — the 
computer's rough "odds/' A bet on any of these 
horses is not much more than a wjld guess, so make 
your Initial bet a very modest one, perhaps only $10. 



/ 



With the 2nd race, you'll have more information, 
because you've probably seen at least one of the 
entries run. But there are probably newcomers, too. 
So it's best to keep your bets small at this point. 

The 4 horses in each race are randomly selected by 

the computer. By the 4th or 5th race you'll probably 
£>e able 1o see all the horses in the stable run at least 
once. 

Now you can start to make more educated choices, 
and you should start to bet more confidently. When 
the last 3 races are run, you mignteven try an Exacts 
or two. if you're ahead. REMEMBER. IF YOU LOSE 
THE S75G YOU STARTED WITH, YOU'RE OUT OF 
THE GAME THERE'S NO CREDIT EXTENDED 
AT THIS TRACK! 




HANDICAPPING: PICKING THE WINNERS 

Many of the principles of successful handicapping at 
a real racetrack apply to this game. This brief 
discussion snould hetp you to do better, especiairy If 

you are not already an experienced racing fan. 

Simulated wagering, even for harmless amusement 
(as in this game), should be a rational, rather than an 
emotional process-. Before every race you are 
provided with a eonetw summary of receni Past 
Performances by each horse for that tfay. Even 
though you don 't know alJ the variables that make 
each horse different from the others, you can deduce 
a great deal by looking carefully at these records. 

Here's a typical kind of Past Performances display 
lor a race at 10 furlongs, on Turi (the one with the 
track symbof d * ). Look at what you can (earn about 
the horses that will be running . . . 



RACE LENGTH. 9 FRLG 
CONDITIONS: TURF 



BLU 3—1 

47 5 PBY 

42.4 P6W 

47.7 BVO 



RED 



WHT 3—1 

52 PYV 

17.4 RWG 

46.1 PBW 



4—1 
17.1 RWG 

25 9 VYR 

44.7 YPR 

2—1 

47 4 PYV 

14.3 VPG 

21.7 VYR 




This is an example of the Past Performance 
information you'll get after most at the races have 
run. The first things to consider are the race distance 
and track condition — especially when that distance 
and condition have been run earlier As you see. 
every horse in this race has run at 9 or 10 furlongs, 
On Turf. Taking them each in lurn, we see thai: 

• BLUE has beaten YELLOW, WHITE. VIOLET 
and ORANGE in rhe same kino" of race. BLUE was 
oeaten by PINK. But PINK isn't running this i»me. 

• RED hasn't done well on Turf at all, and ran 3rd 
behind YELLOW and PINK at this distance. 

• WHITE didn't even place at this distance, and it 
was beaten in its last race by PINK, YELLOW, and 
VIOLET. Definitely not a contender! 

■ VIOLET was beaten last time by PINK and 
YELLOW 

So far, BLUE looks like the strongest horse for this 
dtstance. But double-check by looking at the times 
5 hey all ran 9 or 10- furlongs: 



BLUE — 47.5. 42.4 and 47.7 seconds 

RED— 44.7 seconds 

WHITE — 52.0and 46.1 seconds 

VrOLET — 47.4 seconds 



BLUE has run the best time at this distance — good 
confirmation of his apparent superiority over these 
horses. RED has run the second best time On the 
basis of these clues, SLUE would be a good Win bet 
or BLUE-RED a good Exacts bet — in spile of the 
computer's rough odds which make BLUE, WHITE 
and VIOLET thefavored entries. 




To summarize: Look for maich-ups of distances arid 

track conditions. Then look for match-ups of horses. 
Then compare the times of horses that ran those 
distances but in different races. After a while, these 
clues will point you to the winner more and more 
frequently. 

You'll do better if you keep your awn written record 
on a piece of paper something like this, so you won't 
lose track of any early-race information; 







By doing this, you can "save important information 
The Past Performances displayed for each horse only 
go back the last 3 races (with the most recent race at 
the top). In the series recorded here, you can see 
thai WHITE has run six times. In races I, 2 and 3 it 
showed that «t was a fast horse on Mud and Turf and 
not too impressive on a dry track. With this extra 
summary of results, a player can easily see this 
pattern confirmed in races #6, 7 and S, and feel 
confident adout how this horse would be likely to run 
In the 10th race. 

REMEMBER, THE MORE RACES THAT HAVE 
BEEN RUN, THE MORE INFORMATION YOU 
HAVE ON WHICH TO BASE YOUR PICKS 

GOOD LUCK! 



SIMULATED GAME SOUNDS 

CLICK— A Hand Controller key has been pressed 
and is valid. 

BUZ2— A Hand Controller key has been pressed 

incorrectly. 

•Call To The Post — The race is about to start. 

CLANG— Starting gate opens. 

HOOFBEATS— The horses are running! 

GONG— A furlong marker is about to be reached 
by the leading horse. 

WHIP— one ol the 4 horses Is being whipped to a 
sprint. 

CROWD CHEER— The hnlsM 




BETTING SHEET SYMBOLS 
WV = ABETTOWJN 

E = AN EXACTA BET (on *1 & #2 Horses; 

PAST PERFORMANCE TRACK SYMBOLS 

DISTANCE IN FUftLONGS 



NOTES 



3 OR 4 5 OH 8 7 ORB 9 OR 10 

CONDITIONS" LIGHT TAN = DRY 
BROWN = MUDDY 
GREEN = TUHF 



NOTES 




